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t wdis quid in die dungeon of the Grey I.ord. 
The soft flames of the torches gleamed on the 
FirescafT, grandiv displayed in its case of glass 
on a field of coball blue. The rubies and sap- 
phires encircling the hill caught the light and 
threw it against the brass astrolabe and com- 

C ass chat Tlieron of \lboig held in his hands as 
e copied a star chan for his master. 

Deep within the lM>wels of the dungeon, the Gfey 
lord’s great bronze bell tolled the hour, l.istening, Theron 
looked up from his task and sighed. Five o’clock. Would 
the wizard never emerge from his laboratory? 

Fulcrvim, his master's raven, flapped wings and 
landed on Theron’s shoulder. 

“Ah. ha, I have it! Ah. ha, 1 have it!" the raven 
cawed, in perfect imiiaiion of the pleased tone the <irey 
\xyrd adopted whenever he solved a problem or completed 
an experiment. “I have it, ah. ha! Ah, ha!" 

“My heart Is filled with joy for you." Theroji mut- 
tered. “Sow. do you think you could fly through that thick 
oak door and remind our master that I'm expected in 
Viborg?" 

“Ah. ha!" Fulcnim cried. With a sigh. Theron re- 
turned u> his chart. 

W^ien the hell tolled .six. Theron put clown his instru- 
ments, rubbed hks eyes, and ijptoed across the stones to 
(lie door of his master’s secret laboratory. Holding his 
breath, he rapped on the door. 

“Sir. I’m ready to go,* he ventured. 

When there was no reply, he pressed his car against 
the wood and listened. The tinkle of glass, (he trackling of 
a great lire, a pufT as if of smoke. The smell of Mana 
seeped from beneath the door and he inhaled deeply, sa- 
voring it, The Cvrey Lord must be engrossed in a serious 
experiment. He had been locked inside the vault since the 
high moon, three nights before. 

“Master?" the young apprentice called again. 

>Ic tliought he heard a rumbling sigh, as if from a 
dragon or the soul of some harnessed and unhappy de- 
nioix; and then the Grey lx>rd said, "I heard you the first 
time, Theron. Give me leave to respond, you ra.sh pup.” 
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"Forgive me." Theroii iiuirmurcd, drawing back as 
ihc door opened. Fukmin tawed and fle^v inside, and 
Ihcron sei7ed the chanre lo glance iiUo the forbidden 
room. But scruiiii as he might, all he saw was shadow, 

I low Theron longed to work there, learning the poworiu) 
wizard’s deepe.st secretsf 

“No lorgiveness is needed, from vou at any rate. It 
is I who should apok^be for mv ill temper." 

I'he Grey l ord stepped from the glrntm at the far end 
of ihc laboraiors'. l-ove and awe welled in Theron ’s hcan 
for the tall figure in the grev wool n^bes. who had chosen 
him from all the village lads to serve as his apprcniice and 
promised that in return, he would teach him of the mvster* 
les of the universe, of Magic k and Phvsick. ami make of 
him one dav an .\rch Mnsici' ol All the .\ris. 

“1 didn’t mean lo inicrrtipi vou. sir." Theron went 
on. "It’s just chat the hour grows late and I — " 

'As I &aid. voung one. no need lo apologbe. I well 
remember the eagerness of wnih. .And sou have sacri- 
fired nuuh of that vigor in my service. I do noi beciudka 
vou v<mr impatience to he off to Vifwrg," lie smilea ‘Had 
I a maid as fair as your Vevb waiting for me, I would be in 
haste to go as well." 

The (»rey lx>rd rocked his head and ihe dreatnv 
expression Theron knew so well st<de over his features, 
Theron often wondered if his master were lonelv. secluded 
in this dungeon beneath Ml- Anaias. the sanetl inouniaiii 
of lava and ervsuk h wa.s rumored to he ihe re.sting place 
of (he Power <»em — the orb that thawed the ice from which 
dwarf and hal fling, elf. man. and High Lord alike had 
risen,... 

‘Well, then," the wizard said, rousing himself from 
whatever thoughts had led his mind awav, “von must be 
off (o collect cm henna rope. Pm on vour cloak. ’ 

Ulih a wave of the Grey Ix^rd's hand, a wooden 
closet covered with ironwork and emeralds swung open 
and Theron ’s magii cloak ol Iluid .silver glittered within. It 
floated across the room and draped itself around Theron, 
shining in the dim light- The wizard adjusted it on 
Theron ‘s shoulders — his mere touch sent crackles of .Maaa 
through Theron's hodv — and he carcfullv covered ThcmiTs 
head with the ho<Kl. 


II 
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‘A harmonious journe)*, mv young friend." The 
Grey Lord raised his luminous hand in benediction. 

Theron dropped lo one knee. “I seek balance in all I 
do, my lord." 

I he Grev Lord frowned slighth*. "1 anj your master, 

1 heron, but not your lord. How many limes must 1 tell you 
ibis? I would we had ncs*er taken that name on. High 
l.ord." His %*oice was iinged with irony. 

"We are no higher tlian wn, chough some of us 
would have you beliesv otherwise. We slumbered in fhe 
ice 1 ) 0 side the other races, placed ihere by the same cre- 
ator." 

“Yes, sir," Theron responded dutifully, though he. 
like all of Vihorg, knew the Grey' U>rd was not at all like 
I hem, It was common know ledge that the High Lords 
were gods, and the (irev la>rd was the most powerful of 
them. More titan once, he personally had saved the people 
from war and division; Irom the wizard’s own kinsman, 
Uliisdain. And now. rather than re lire to the Upper Plane 
with the other High Lords, or to rule over the world, as he 
had been had asked, he chose to sc-clude himwlt in a 
dungeon of his ow'n making: there to discover ihe an.swer.s 
to his many que.stions of origin and purpose, in hopes of 
rreafing a world of harmony and balance for (hose who 
dw'ellcd upon it. 

Together, master and apprenike walked to the 
.sphere ol crystals which ihcv used for short Journeys from 
the dungconi such as the one to Viborg- Theron .suM>d 
inside if and crossed his wrisu beneath the cloak. 

“Go in harmony. Theron.” 

“I seek balance. Grey Lord.” 

The stone walls ol Theron ’s home began lo disap- 
pear. Shariosvs grew beyond ihe gleam ol the crystals, 
descending on the chesLs and shelves of books; the table 
where the Cirey Lord and Theron suppeti. and played 
chess, and debated ancient philosophies. On the Grey 
Lord himself, whose cyx's gliUercd as he watched Theron 
go. 

— Oh, Theron ihoiiglu, was his master crying? 

And then the wizard opened his arms and blurted, 
Theron, I’ve found it!” 

Theron gasped. “The Power Gem?" 


Ill 
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'Tesl As I alwas's suspected, it lies with in che 
mountain flames." 

The crystals hlindcd Thcroii; he knew he must close 
his eyes but he strained u> see. 

“Master, this is great news!" 

The Grey Loid’s lace swam before him. “Yes. When 
next we meet, I shall show* \*ou a dawn fairer than you can 
imagine," 

\Miile Theron squinted inside the sphere, the case 
that contained the FirestalT slowly opened. The wizard 
reached out his hand and drew forth ihe instrument with a 
mighty crack. 

Theron pounded against the crystals. 

"No, master! You mean to extract the Power (iem 
while Tm gone! You’re .sending me away so you can do it 
alone! My lord, attend me! Don't do it! No!" 

Theron cried out as ihe crN*sials hla/ed around him. 
He saw muons and suns and rushing stars; and a pulsing 
he thought wxnild blind him: golden, no silver, ju> while, 
as whitemot as (he soul of mortal; as the heart r>f a High 
Lord; as the ice that had borne and sheltered their aiues- 
cors. 

He fell to his knees and covered his eyes. .Some* 
thing surrounded him. a form of Mana more powerful than 
anything he had cs'cr experienced: it hit him like a blow 
and he sprawled within the sphere, prostrate. 

Safe within the center of the magic oak that was his 
destination. Theron awoke with a start and sal up. 

Slowly he got to his feet, frowning as he did so. A 
strangeness tugged at his mind. Something alarming had 
happened in the lalxnaion* just before his fournev. Some- 
thing to do 'vith his master. He cocked his head. Hr could 
remember nothing. He dicin' i even recall entering the 
< rystal sphere. 

Troubled, he stepped from the oak and into a shower 
of ,‘inow-w'hitc apple blossoms. 

Veyla. his betrothed, giggled as she kncli above him 
in the deft ol the tree, sliaking a limb from her father’s 
apple orchard .so that the petals rauicd dawn on Theron. 


/V 
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"UaiiMuin, Thcron?" irilled as she dropped the 
Inauch and held out her small, soft hands lo him. Tve 
been waiting for you all dayl" 

Waiting. Il was something about waiting. Asking 
his master to wail lor him. To do what? Theron scratched 
his chill. His mind was blank. 

“*nuTon!” Vcyb chided Raily. “Aren't y<m g<nng to 
help me down?" 

I heron roused himself- U^atever it was would 
I oine to him. Perhaps he had dreamed inside the rr)s(al 
<lu(nlH‘r, [l would not be the first time. 

He smiled up at Ve>ia and said. “Give me leave u> 
take oil iiiv do«ik. lo\‘C. Vou know iu touch would burn 
you, " 

“llun>, then! I'm eager for a kiss!** 

Theron removed ihe cloak and hung h on a branch, 
ihcn took his beloved in his arms. She was so beautiful; 
.she smelled of apples and roses and her hair was soft a.s 
(he pelt of a labnit. Theron couldn't wail until the Grey 
l.oin gave hurt permission to marry her. VMien he was an 
Arch Master — ah. so much depended on (hat? 

“Oh. Veyla." he said, sighing against her hair. “I 
warn to tarry with you. but I'm on an errand for my mas- 
ter,' 

Vevla kuii her brows. "But you lotd me the Grey 
I.okI hade vou stay the night at mv lather’s inn." 

"I dia?” 

"VW. On the high moon. Don't >x>u remember?” 

The <Hld feeling rctunied to Theron. He abseiuly 
sliokcd V'cvla's hair. How could he forget such a thing? 
What else had he lorgoucn? 

"Truly, I heron, vou can ask Father. You are to stay 
with us. Everuhiu^ has been arranged. Including a safe 
pU<e to pul.. .(hat. VeyU gestured uncertainly toward hU 
cloak, ’I'heroti knew* she was afraid of it. 

“You know I'd like nothing better than to stay with 
you and your father," Thcnm said, hiding his confusion, 
and his reward lor Ills words was another kiss. 

"Gome now', my love." V'eyla grabbed his hand in 
both of hers and tugged hard. “Father has prepared a 
feast for you, and the wise woman wails to give you the 
henna rope foi your master. Ilicn we can dream together 
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beside the river." 

“How can a matt refuse such a wench?" he asked, 
and for the first time realized he was no longer a lad. He 
was* a man of the world, and the Grey Loras irasied a|>- 
prentice. He was a mortal of worth. As his dear mother 
would have said, a faUh for any lusty girl. And he 
wanted no one but \Vvla. 

4 


Thev feasted that night, on jolius of venison and 
Veyla’s father’s best ale: and with his cloak on a hook ovei 
his bed, Theron slept the sleep of U»c well comemed. a 
smile on hU face. 

lie passed the night in wonderful dreams, of his 
wedding day, of his life with Veyla. '['he Grey Lord had 
promised them a cottage on the side of the moumain, with 
lambs and geese, a waterfall cascading iiuu a pond — a 
simple thing for him to arrange. Theron and nis master 
would iniiiaie Veyla into their secrets— or most of them; 
there were some things best left to the ken of High Ixirdi 
and Arch Masters; and secrets that the (irey lord alone 
could possess. 

,vr»Wi. Theron frowned in his sleep. T lie re was 
something about hi.s leavetaking... about secrets.. .the pen- 
etration of mysteries,.. 

And then his dream bUirred and raged into a night- 
mare, He i magi tied himself in terrible agonv. as if he had 
been tom into two piercs. Mis own cries echoed in his ears 
as he struggled against the searing pain that shot through 
his limbs, his flesh, his heart. His hair burned, his bones 
throbbed: and he thought that this was what dying was; 
this was death. 

He found himself standing on a hill covered with 
srorched brush. The trees around him were black skel- 
etons, brown shriveled skins dangling W'hcre once the 
branches dipped with red apples and juicy peaches, fhe 
skv was a sea of red, choking with smoke; and his village 
lay in ruins. Soldiers chased young children through the 
streets; a sound of wailing fillt^ the air; he heard cracks 
like thunder and shut his evTS tightlv. 

When he opened them, he hung above the earth and 
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saw armies riding acro« I he land. War. Famirie. Pesti- 
lent e. Tragedy and misery cm down the people wherever 
he looked. 

Horrified. Theron raced through his nightmare. He 
flew past the ruined trees and blasted earth; the heavens 
opened up and frozen rain pt*licd him; winds struck at him 
and buffeted him like a leather. 

He gathered his cloak around his body, shouting, 
"No, master! Don’t do il while I'm gone! Don’t do it, my 
lord! Attend me!" 

He raised his aims above his head — 

— and saw through his own hands, (sasping, he 
realized his entire body was transparent. 

"I’m di earning,’' he reminded himself. It was a vivid 
dream, to he sure, httt hadn’t the Grey Lord warned him 
thai with increased power, strong visions would some* 
limes haunt his sleep? 

No, said a voice into his ear. 

Theron blinked, and the vision was gone He was 
standing in the I’tHuhills of Mt. Anaus, before the doors lo 
his master's dungeon. 

Theron turned around. '%Vho speaks to me in my 
Tiighimarc?” 

So (Irfftm. So n^htmarr. 

"Show yourself!* Theron commanded. 

Cannot. 

"I demand it!" Me raised his hand from his cloak in 
a gesture of magical power, then drew in hb fist and re- 
cited a Spell of Seeing. 

Faintly, a globe of light appeared before the doors, 
then ebbed. Theron repeated the magic gesture. The light 
grew brighter. 

It was the sphere of crvsial irom die Gray l ord's 
laboratory. At id shrouded within in it stood a figure of 
white, its features obscured. 

'Theron." the figure rasped. 

Theron look tlircc steps backwards. “Master?" 

‘Theron," the N*oice said again. The fight grew 
brighter. Theron saw die late ol the Grey Lord and ran 
toward the sphere wrilh oiii.stretched arms. 

“Master, Master, tell me what's happening. This 
must be a vision. I fell adocp a few hours ago. and — " 
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“No." said Theroii’s master. He was dressed in 
while, not his cusiomarv gre>*. and Theron wcindered if 
lhai was why his face seemed so liglu, his lips pursed Oiiii 
as if in anger'. His tyts were stecK and llai, 

"Listen to me. This is real." 

“It's not a dream?" Theron asked, aghasi. “Oaths, 
what’s going on?" 

“Calm yoursein" ihe wizard snapped, “Wc have no 
time for vou to give wav lo hvsieria." 

■^es, sir," Theron looked down at himself. “My 
lord, what Magic k ha& caused us to he as ghosts?" 

His master spoke. “1 iricd lo retrieve ilu* Power 
(»em. Ill my f<x>U4i enthuuaMn, I blurted out my plans to 
you while you were on your way to colUei heiiiu rope 
from the wise wo matt of Vilwirg." 

“Now I remember’" Iheron tried. “I touldji’i bdojc. 

but — ” 

“Hush. I made >x>u lurget. $o that your loyally 
wouldn't prompt vou to insist on remaining with me. I 
wasn’t sure I would be able to survive the caput ring ot the 
Power Gent." 

“You discovered the spell?" I'hcron asked. “Vo it 
never told me." 

“I began it. but I ha<l it wrong. \Mten I apnlied the 
spell's energy to ifie C^m, the universe explodea I wu.« 
blinded for a veur." 

"A yrrtf?'* Theron shouted. “IV been asleep for a 
year? " 

“You haven't been asleep at all. You were torn 
asunder, the same as I. But becaitse yoti vveren't present 
at the explosion, von weren't thrown off the material 

t lanc, as 1 was. You see. I exist in a limbo now. 1 occupy 
alf-spacrs, I can't move in thb world, as y<»u tan. And 
that’s why you must go into the dungeon and slop lunt." 

“WIiotTi?" Theron blinked Ixuk tears. Had he 
thought himself a man nnlv this morning? He was as 
frightened as a liiilc child. 

"Chaos, Theroiif" The wizard clenched his UsLs and 
raisetl his face toward the skv. the explosion oc- 

curred, he split ofl froxn inc. He is, I am sad t<> say. my evil 
side. That wild, uncontrollable pan of me that 1 can scarce 
acknowledge, \^'c all have one. but mine is now free to 
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wreak hh will on mankhul. Aiul ho vrks to rule over 
von, TO <lestroy civili/aiioii. To send every living creature 
back to that first ago of ice when we were bom.” 

The wiiard penned lo the dungeon. He’s taken 
over the dungeon and seeks the Power (icni. He controls 
the Fire staff, but he hasn't learned the spell i<i Ifec the 
Power (»om, even though the thics lie hidden in my labo- 
ratory. I’ve reordered my though is in the years since the 
accident, and now i alum* know the correct spell." 

“Wliai do voti need me lo do. C»rev l.ord?" I'heron 
asked fiercely. 

The fjgure visibly jerked- "Rrsi of all. you must no 
longer think of me as the (ircy Lord. I have relinquished 
that name. I luii to lx* called Ubrasulus,* Which, Tlieron 
knew, iraiulated from ihe ancient language of High 
Magi< k as "Re.siorci ol Order.” 

“Yes, l.ord l-ihrasnlus." Theron .said, lowering his 
head in a gesture of fealty. “I pledge you my service.' 

“txtcllcni. I coum on ihat service. Thcrnn. You 
must he mv arms and legs. Mv eyes and mind. Uni.il 1 
possess the Firestall I cannot enter the dungeon. Since the 
Great Catastrophe. I can only appear on this plane, in ihb 
nlacT <mtsi(le it. Just as he must remain within it. We arc 
neie. he and 1. and m wc arc not. You tmisi bring the 
Kire.siaff to this place.” 

Thcion licKed his Ups. *Eut how can 1 gel iiUo the 
dungeon? I have no subsunce either. Do I not or< iipy 
half'spaces?’ 

Lord Librasulu.s lUMldcd. “That's logical, Theron. 1 
laugln you well. But there arc actions vou <an ukc that 1 
cannot. Actions you must take, if 1 am to stop Lord Chaos, 
That's what he calls himself. He Is master of my dungeon 
now. You must give it back to me.” 

“'I'hc dimgcou?" Theron sc|uin(cd at the wizard as 
the sphere began to jit lei. 

The FiresiafT! Don't vou see? With it, I have the 
power to enter the dungeon and ivtricvc the Power Gem. 
Ihcn I will banish Cliaos and the world will know a new 
age of order!" 

“But—" 

"I can Slav no longer. You must hoar me now. In 
the years since the f'aiastrophc. I've sent mortal c ham pi- 
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ons into the dungeon, in the hopes i\xM they could retrieve 
the FirescafT, Unforiunaiely.** I.ord Librasulus said, “ihey 
perished in the aiiempt." 

'‘AH of them?* 

“But a fevs hundred. A small sacrifice, when one 
couiius the fate of millions against ii. They weren't disci- 
plined enough. Thes couldn't focus themselves. They 
fought vviih each other stopfted to gather treasures. So 
they died.” 

Theron’s heart chilled. How bloodlessly his master 
spoke of these things. But how itreil he seemed, how 
tormented he must be. Perhaps he had cut off his emotion 
in order to survive an tm endurable weight oi guilt. 

Theron nodded and said, “So they died, sir.” 

"Lord <'.haos hunjj iwenry-lbur o( them in a place lu* 
calls the Hall of ChamDions.** riu* great High lx)rd 
scowled. "It's his iropny room. He has imprisoned them 
ihcic, in magic mirrors, They are Iro/cn, suspended, dead 
and yet not dead. He placed them there as warnings for 
iho.se who would undertake my cause." 

l.a>rd Librasulu.s paced back and forth within the 
sphere. "Vou, with your advanced knowledge of the arts, 
can enter the Hall and awaken them. I have sufllciem 
power to aid you in this, but only for four souls. You may 
select as many ivs four, but no ntore. l'ln*v will m>i see 
you, but vour influence and knowledge shall guide them 
through the dungeon and to the Firestatf." 

“And 1 must decide which of them is to possess a 
new lifetime?” Theron asked softly. “.A heavy mirden." 

“You can also use their life energies to create cham- 
pions more to vour liking,” Lord LibrasiiUis said offhand- 
edly. 

“What?” TherojTs eves widened. 

“Yes. 1 can cmpowci you to do that. Perhaps vent 
shall find that another lad with your <iwu abilities better 
suits (he task at hand. Or perhaps y-oti need clever helpers 
more than strong one.s. You can fa.shioti what you will." 

“That sounds almost. ..blasphemous, my lord." 

The wizard ignored him. ‘^dn shall lead vour chain- 
pious a.s 1 am now leading you. as a spirit without lurm or 
substance. It is they who miLSl move and act in the world. 
They, who siill belong t<» it. Go t|uickly, rheron, into the 
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dungeon and rouse ihc world's saviours- Choose wisely, 
for upon them liangs destiny." 

“B\ic how shall I choose?" Thcron asked, bewildered, 
“Whai dangers do they face?" 

“l.ord Chaos has perverted my experiments. He has 
created deadly puzzles they must solve — twisting my love 
of logic, spitting iti iTjy face. He's created hideous mon- 
sters. I've been told hy those who*\e escaped that some of 
those monsters once were mortals, whom he raptured and 
iran.sformed. It is hell that I send you to, Theron. Bui it is 
net cssary. " 

The sphere sli altered into thousands of pieces. 
Thcron covered his face and shouted, “How am I to 
choose? UTiat am I to do?" 

As ihc crystals of the sphere plummeted to the 
earth, the wizard’s voice echoed against the wind. Go into 
Ihf dungfon and took at the Champions in their vaults. 

Look into their souls and see what they xoere. made 

of 

Look. 




Theron looked. 

He sem his niind past the dungeon doors, searching 
and seeking down the timneU and sh^U lo the Hall of 
ChampUm^. U was dark; and an aura of gloom rolled 
iluough U, of violence and despair. 

Of death. 

On the walls of the wretched catacomb he saw inir- 
Pol'S, and in them the frozen champiotts. Men. women, 
dwanes, elves, and creatures he had never seen before — a 
lizard-man, a dng-thing. Their gla/ed eyes stared at him 
as if in eii treaty— 

4 

Help us, Jree us, 

Theron stopped before the face of an Klven womati. 
She was as lovelv as Vevla. with light brown hair and a 
warrior's strong features, a gown of white falling off her 
shoulders. Moved, he reached out his hand to touch her 
through the mirror. 

At id then a scream of anguish pierced his temples. 
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He WAS tumbling into a pit. Stones and lorchc^ and 
the writhing forms of four people crashed past him and 
everything slammed into a huge pile. A wooden beam 
toppled across the back of an old man with a while beaifl 
He cried out, then was siill. The elf landed on lop of a 
lai^e, burly youth dressed in a loincloth; anoihot man 
braced himself for impact bv crouching into a ball and w~<ts 
covered with rocks and stones. 

“Syra!" the voung man shouted. A broadsword 
cuffed his temple and nc sprawled forward. 

Theron braced himself for impact but he simplv 
hovered above the scene, a hapless onlookci. A sitk feel- 
ing crabbed at his stomach when he realired he was 
watching a scene from the past and that these' loui were 
now imprisoned In the mirror-crvpis. He had a prrntoni* 
tion that he was to witness their deaths and wished with 
all hU heart that someone else had been cursed with this 
terrible mission. 

The b<*ardod man was dres.se<l In the rol>es ol a 
prophet. The muscular vouih was obviously a Rarharian. 
The other man was. perhaps, a thief— some of the pmidies 
on his leather belt had hurst, and a handful of grins and 
trinkets spilled across the dirt and stone. 

And the beautiful elf he recognised from the Hall of 
Champions, what of herr An oak staff lav near oiii- 
s I retched arm. bearing the crest of those who t cm led die 
oak grove where his magic tree grew— oi once Had giown. 
before the ravaging of the earth. 

After a lime, the old man stirred beneath the wooden 
beam, “Syra,” he said, gasping. 

Theron .swallowed hard v^cn she didn't reph. Ihrn 
.she moattcii and opened her eyes. 

“Nabi!" She scrambled ovci to him and tried to pull 
the lx,'am off his back. Her hands were torn and bleeding. 
“Halk! Alex! Help me!** 

The man called Nabi inhaled sharph'. “'Fhe map. I 
dropped it when we* fell. I’ui sorry, child. I fear it is lost." 

'‘Great, Just great,*" the Barbatian voiith nmiiercd. 
picking rocks ott himself as he sat up, "No map. Wasn't it 
enough that you opened the pit?" 
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"Can you sit up. Nabi?" Svra asked. She began lo 
cry when the oW man shook his head. 

The Barbarian loUcd ins eyes. “Il grows even belter. 
We have a wounded leader, a hysterical wench, and Alex 
Ander is out cold." He nudged the unconscious man. 

“Still alive, though." 

“Oh," Syra said softly. “Is he badly hurt?" She 
seemed torn between tending Nabi and going to Alex 
Ander. 

"How .should 1 know?" Halk snapped, “rm no 
priest." He gestured toward the prophet, draped over 
Syra’s lap. “He's done for, eh?" 

"Halk, be quiet," Svra said through dcnchcd teeth, 
“You have the scnsitiviiy of a troll! ’ 

Halk grunted and slapped Alex’s cheeks. "Wake up. 
No goldhricking allowedl We’ve got to get out of here." 

‘ril have to make up some more healing potions," 
Syra told Nabi. “I’m sorry; I .should have had som^ 
ready." She reached into his pouch and pulled out an 
empty ilusk. 

Thar’s right." Halk called out as he raist'd Alex’s 
lids and .studied hb eyes. "If vou’d Keen praci icing vour 
liealing spells, maybe you eou^d‘\'e improved the old 
man's vision." 

"A pitv wc need you.” Svra closed her hand around 
a dagger at her waist. "I’sy had almost all I can take of 
you, Barbarian." 

"rhe Barbarian drew himself up. "Listen, 'child of 
nature-’ I’ve done ny part- IW practiced wv skills. I’m 
the only |ourncyinan antfAing in this band. 

Nabi flashed Swa a mournful smile, *Tm sorry 1 
was so care lew. Halit Is right; it was I who opened up the 
pit." 

“Yovi didn’t see the tri^cr- It was dark," she re- 
plied, bnishing his hair away from his forehead- "I'm 
going to check on Alex. lie still." 

She rose unsteadilv and made her way to Alex’s 
side. She lost her footing in the rocks and slid partway 
down the pile, catching herself by grabbing onto an oaken 
plank. 

“Strong work," Halk growled- 

S>ra glared at him- wouldn't be in this predica- 
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ment if yuu hadn’t inslsicd on goiitg alter that chest! We 
wasted our time getting to that thing." 

“I need armour.* Halk said defensively. “There 
could ha\e bee!) food inside it, too." 

"I guess everyone’s all right." Alex Ander drawled 
as he raised himself on his elbows and grimied at Syra. 
"You two arc bickering as usual." 

Wordlessly Syra shook her head- A glance passed 
between her and the handsome man and Theron realized 
they were in love, and his heart moved for them. 

“Nabi," she whispered. 

"Oh, no." Alex closed his eyes tightly and groped 
lot her liand. They sat silently for a moment, comforting 
each other. 

"Stan a new map," Nabi said with great elTori. "It’s 
vital to your .survival. And Flalk's right. lou must be 
careful to explore the dungeon, even ifte dea<l ends. You 
never know what you mi^i find," 

"Yes." Alex opened his eyes and nodded. “We’ve 
found some good things." 

"Bah! Like crowns and necklaces?" Halk throw 
more stones down the .side of the hill of debris. "11 you 
didn’t carry all that iiink around, thief, you wouldn't be 
too tired to light! You were no help at all with the trolin." 

“You .shouldn’t have leaned against the wall," Alex 
retorted. “You let it out. NabI lold as there are switches 
and triggers everywhere." 

flalk crossed his arms. "There was nothing on that 
cursed wall! A fountain — " 


"Just because imt didn’t sec it — " 

“Well, I saw the pit.” Ilalk wiped his muddy hands 
on his loin doth and look a drink from the gourd oa his 
bell. "*rhc outline was plain as day. And speaking of day, 
we have somebody’s god to thank for that torch over there. 
This place would be dark as a ntuoiiless night without it. 
Ours are all out." 

Syra left Alex and returned to Nabi. With great love 
and gentleness she touched his forehead. "We’ll get out 
Nabi. l>ou*i— " 


'All this talking bores me. We should start search- 
ing for a way out." Halk got to his feel atid started dig- 
ging through the rubble. “Ix>ki's bolls, where’s my 
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swordr" 

The atmosphere in ihe corridor changed. Theron felt 
it as surely as someone pressed a block of ice to the back 
of his neck. Dread flooded through him like a frigid riv*er. 
He wanted to warn them. icU them to flee, but he was 
powerless. He could only watch the pa.st uiilold. 

“Here it is!" Halk announced, lifting the same broad- 
sword over his head that had knocked <mi Alex Ander. 
“Now. it only I had some chain mail or a helmet, I'd be 
invincible!" 

•Must a little more difficult to kill," Syra said. 

Sudden Iv a violent tremor as.saulted the walls of the 
chamber. More stones fell from the celling and Syra 
hunched over Nabi to protect him as they thundered down. 

I'wo large doors appeared at the end of the passage. 
They cracked open and the ^ce between them bla/cd 
with .searing vs'hitc light. 

“By my troth, ’ Nabi whispered. “I see him! It is the 
dark lord we were warned about! You must run!" 

Tlic rumbling became a roar. Rhythmic thunder 
sent tremors through the stones— the footsteps o( doom, 
heading for them. 

“tscHpe!" Nabi croaked. 

“Nabi s right," Alex said. "We’ll need the torch." He 
scrambled throtigh the wreck^e to the wall and tried to 
pull the torch out of the .scorntr. 

“Ii’s stuck!" 

"I’m not running! I’ll slay and fight! " Halk bel- 
lowed. racing down the corridor toward the doors. He 
leaped over a grate and positioned himself in front of the 
doors, 'Tve fought Oilu’s and living skeletons and a thou- 
sand things Tve never seen before aitd 1^ the bones of 
Whisdain, I'm not through fighting yet! 

“Get away! Flee!" Nabi’s chest heaved, "I see him 
coming, with his black cape and his horns! Co!" 

Svra licked her lips. Theron sagged as he saw her 
face harden with resohe. He knew she would stay to 
protect the old man. 

“Perhaps 1 can deflect him," she said. “1 am, after 
all, an apprentice wizard." Squaring her shoulders, she 
picked up her staff and joined the others near the door. 

She held the staff in the direction ol the door. Then her 
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dress caughc on ihe end of a caiidclabra buried among the 
rocks. 

"Mother Mcnirj, be my light," Syra said. Quickly 
she lit the candles in the flames of the torch, which AJex 
still fought CO pull oui of its holder. 

Behind her, Nabi screamed. She whirled around. 

He and the huge pile of sione were gone. In his 
place gleamed a pile of skulls, the remains of his intricate 
map wedged among them. 

“He mocks us!" Syra said. She whirled back around 
aiid faced the door. “Clome. then, monster! We’ll destroy 
you! “ 

“No. no! You can’ll" Theron wiled, though no one 
could hear him. Even if ihc>* could have, it was too late. 
Light filled his eyes — 


• •«•««« 

And so II wen I a.s Theron searched ihe souls of all 
the imprmmed (Champions, forced to watch the deaths of 
ibur-aucLiweiuy valiant heroes. 

Then at lasi. the visions dissolved, and Theron stood 
alone at the entrance to his master's dungeon. 
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Now your qucsi begins. You musi choose your champions, 
take up the challenge lo recover the Firescaff, and venture 
deep into the forbidding dungeon. If your guidance is uaie, 
you may restore balance to a ra\“*qjed world. If you fail, then 
all will surely succumb to Chaos. 

ro begin your adventure, remove the game disk from tlic box. 
Make sure the disk is write protected (ihc wnic-prmeci tab 
should he moved so >x>u ran sec through the slot containing 
it,), The gatne program will never need to write to the iniwicr 
disk, so you .should keep it wriie-protecicd at al! times. You 
will also tieed to have a blank disk available on which to save 
your iti'progrcss game. This disk does not need to be 
formatted. The game program can format it for \xm when you 
arc ready to quit playing. 

To scan the game, turn the computer oil' and then put the disk 
into the drive. Then, turn on your computer. Within a tew 
seconds, the kTI, logo should flasli across the screen and the 
game should begin loading. After the game has finished 
loading you will l>e standing at the cn trance to the dungeon. 

To begin a new game, move the mouse pointer until it points 
to the word "ENTER” wTiiteu on the stone wall of the dungeon 
entrance. Then press the mouse button to open the doors to 
the dungeon. (Note: the leftmost button is used on computers 
with more than one button. The reference card describes 
special functions of other buttons.) 
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R<*yond thr entrance to ihe dungeon lies the Hal) oi' Champi- 
ons, containing the souls of the champions who perished in 
the Dungeon. Before >'ou can begin your que.st, you must 
choose a party of no more than four of these champions lo 
lead into the dungeon. 

The champions arc imprisoned in mirrors along with their 
clothing, weapons, and other possessions. To free a cham- 
pion tfom the mirror you must move the mouse pointer to the 
mirror and press the mouse button. This brings forth a menu 
which describes the champions qualities and shows hU or 
her possessions. 

Each champion is distinguished by the physical attributes of 
health, stamina, and Mana {magical energs.) The value of 
each of these attributes is shown in the lower left corner of d:- 
menu as two numbers separated by a /. The first number 
shows die current level of each attribute. The second number 
is the maximum level. The current level will rise to the 
maximum level as the champion rests and will fall as the 
champion suffers injury', wields weapons, or casts .spells. 
Each champion also has three bar graphs at the top of the 
screen which show the current ^-alues for health, stamina, 
and Mana as a percentage of the maximum. 
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The rhainpioij’s posvs^ions are shown as pictures inside 
liglit grey boxes. The boxes represeiu space in the champion’s 
backpack or sheath i>r other places to keep an object. You 
may pick up an object when I he mouse pointer shows as an 
empty Jiand by moving the hand pointer over it and pressirtg 
the mouse button. Notice that the hand pointer changes to 
resemble the object picked up. Now you can move this object 
to another location and place it there by pressing the mouse 
button again. If the new location is already filled by another 
object, pressing the mouse button will swap the object you 
are holding with the object there. Some boxes represent 
places where only certain objects will fit. For example, only 
shoes will fit on your champion’s feet. 

There are two special locations shown as an eye and a mouth. 
Objects may be examined by moving them over the, eye ami 
holding down the mouse button. Objects are eaten by 
moving them to the mouth and pressing the mouse button; 
however, oul> certain objects are edible. 

A champion may have developed skills as a Fighter, Wizard. 
Niuja, or Priest. You cajt review these skills by touching the 
eye with an empty hand and holding down the mouse hunon. 
Fighters arc skilled users of heav^y weapons and generally 
have greater phyjatal strength than other champions. Ninjas 
are skilled users of precision weapons and are also noted for 
ihcir ihicfly abilities. Wizards can marshal the forces of the 
magical realm for combat. And Priests are masters of the 
healitig arts, being al>lc to use their magical enei^' to create 
rcsloriug potions and other remedies. 

Champions also have the additional attributes of strength, 
dexterity, wisdom, vitality, anti-magic, and anti-fire. You 
may review these bv touching the eye with an empty hand 
and holding down the mouse buiion. 

Strength increases die striking power of a weapon and also 
allows the champion to carry greater loads (stich as armour,) 
Dexterity is the precision with which a champion can wield 
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a weapon or dodge blows. Ninjas possess higher dex eerily 
chan oiher champions. Wisdom afTects a champion s ability 
CO learn spells and recover Mana. Vitality governs how last 
a champion recovers from wounds or resists injury. Anti- 
magic helps resist magic attacks and ami-tire helps resist 
injury from fire. 

If you resurrect a champion, he or she will return to life 
exactly as they were before death. Resurrected champions 
remember all the skills and abilities of their past life. If you 
reincarnate a champion, they will lose their past memories 
and skills and take on a new identity. Howo\er. these .skills 
are converted to greater physical aiiributes. 

Regardless of whether you choose to reincarnate or resurrect 
a champioiu each champion will be able to learn new skills 
or improve on existing ones, ^ghiers and Ninjas gait; more 
^gbting ability by fighting. Priests and Wizards gain more 
magical skill by learning and casting spells. Champion.s can 
spccialue in one skill, or learn a mix of all four skill arras, 
11 you reincarnate a champion, you must give that champion 
a new name by using the following mcjiu. tmer the name by 
moving the mouse pointer over the different letters and 
pressing the mouse button lo enter each IviUT. 
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BACKSPACE 


OK 


Press 4- after entering your champion’s firi^t name, A 
champion should l>e given a short lirsi name (no more ill an 
seven letters) which will appear on all game menus. Your 
diampioii can also have a title of up to nineteen letters which 
Ibllows his or her first name. The title is optional. 

Press the OK button to finish. 
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When you have selected ai least one champion, the mouse 
pointer will change trum an arrow pointer into a hand pointer 
whenever it moves into the dungeon view or is near an object 
box. The hand pointer represents the hand of the party leader. 
1'hc leader's name Is alwa\*s shown in a difTerent color at the 
top of (he screen. The leader is your direct link to the 
dungeon. The leader can pick up things your parly finds, 
open and clo.se doors, or do other direct actions in the 
dungeon. To .select a new leader, move the mouse pointer 
until it points to the name of the new leader and then press 
the mouse' button. 

To pick up or pul down objects, point with (he mouse <md 
press the mouse button. You will not he able to pick up all the 
objects you can sec in the dungeon- Some objects arc too far 
away. The leader can also throw' obfccis. To throw an objeci, 
pick it up and move it to about eye level and then press the 
mouse button. The oliyect will travel as far as the leader can 
throw. Remember, it is the leader who is throwing, and gains 
throwing practice. 

The leader's hand can also move levers, press buttons, or 
operate other controls found in the dungeon. To operate a 
control, the party must soutd directly in front of the wall that 
ton tains it. You will not be able to reach the control from any 
other position. Some things, such as locks, may require a 
special olyect, such as a key, to operate them. For example, 
to open a lock you must pick up a key, move it over the lock, 
and then press the mouse butnjii. 
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Controlling Your Champions 



pg12 


AJl of the things your (Champions can do are the result of your 
actions. Every option of the ganu* is accessible through the 
screen and is controlled by using the mouse. The game 
screen is divided into three main areas. Information about 
your champions is shewn at the lop. Menus for controlling 
the game arc shown on the right. The large area at left center 
shows either a view into the dungeon or, as illustrated here, 
the inventory for a particular champion. 
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These four pictures show a lop view of ihc cham- 
pions in tlie dungeon. iLach picture indicates the 
position and facing of a champion. I'hc lop of the 
screen is the forward direction. Notice that the 
color of each champion's picture matches the 
color of his or her har graph. Ii is ini|>oriani to pay 
attention lo how champions are positioned, 
(champions using swords, or other swung weap- 
ons, must be next to threats they are attacking or 
their attacks will not reach. To switch the position 
of two champions, mov'e the mouse pointer over 
one member of the party and press the mouse 
button. The mouse pointer changes to become the 
champion's picture. Now', move this picture over 
the picture of the champion you wish to swap 
with. Prctt the mouse button again to make the 
change. .\I1 rhampion.s normally face forward. 
However, when thrcaienod. champion.s will turn 
ro face the threat. 



The name of any object held b>*a champion shows 
here. 


I*" The six movement buttons turn and move the 
1 1^' party inside the dungeon. The and arrows 
(urn the party by 90 degrees without moving in 
anv direction. The ♦ and ♦ arrows move the 

4 

party forward or backward one step. I'ht 4 and 
1 ^ arrows move the paitv left or right by one step 
wititoul changing their facing. You mav ittove or 
turn the party bv' placing the mouse arrow* over 
one of the screen buttons and pressing the mouse 
button. 
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Each champion is represented bv a box at the top of the screen 
which shows ihcir name, iheir status and what they arc 
holding in their hands. 



The tltrce bar graphs show, from left to right, the 
champion's health, stamina, and Mana. When a 
champion is injured (he health graph will drop, 
When it reaches zero, the champion will die, 
When stamina drops below half, the champion's 
carrying capacity will drop, The Mana graph will 
drop as the champion uses Mana to east spells. 



Each champion has two hands. The hand on ilic 
left is (he "ready" hand. It holds ammnnimm for 
range weapons such as bows or crossbows. A 
range weapon will not work unless the ready 
hand holds the ammunition it needs. After firing 
a range weapon, the ready hand will automati- 
cally draw new ammunition Irom the quiver. 



The hand on the right is the "action" hand in 
which the champion normally holds a weapon or 
other "aclion"* object. An action olycci has special 
abilities. For example, a sword can thrust or a 
wand may cast magical power. Note: some 
actions that an oli^ect can do may be beyond the 
cuirent abilities of a champion. For example, a 
novice fighter may need to practice swinging a 
sword before they can ad>*ance to parrying or 
thrusting. Also, some objects, such as a bow, 
may require the champion to have another object, 
such as an arrow, in the readv hand. 
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Kach champion has an action builon which shows a picture 
of the action object ilic champion b holding in their action 
hand. You press the action button u> make ihc champion do 
something, such as fight, with their action object. Note that 
not all objects are action objects. The action buiion will Ije 
blank if the champion is holding an object which is not an 
action object. Also, all champions have actions they can 
perform with their bare hands. The action button will show 
an empty hand when the champion's action hand is empty. 
When you press a champion's aciioti buUott you will see the 
ihatupion's action menu for that object. 



This menu shows the actions V'our champion can currently 
do w'lih his or her action object. As champions get belter at 
using ail object ilicy may be able to do more actions with it. 

The upper left corner ol the action menu shows 
the name of the champion who can do the 
actioti. 

Tile sc buttons show what actions the champion 
can do. Press otie to perform the action. Note 
that some actions have other requirements. For 
example, a bow cannot shoot unless the cham- 
pion also has an arrow in his or her ready haiid. 

(pass) button to cancel an action 
menu and restore the action buitons- 
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Kvcry member ot lUv party tan loarti to taai spells, H you tio 
noi fiavc enough Mana lo recite esen a single symbol, you can 
iLst* a magic k item that will store Man a for you. To cast a spell 
whose symbols take more Mana than you have, speak as 
many symb<»ls as possible and wail. In time, Mana will 
return as it is drawn from the world around vou. As Mana is 
reabsorbed, speak more symbols until the spell is complcu'. 
or it is dear that a ssTnbo) takes too much Mana. As vmi gain 
experience in your craft, your body will learn to store more 
and more Mana. With patience and pracike, a skilled user 
can command enough Mana u> casi ibe most powerful spells. 

spell, yon must first select which 
champion will cast k. The top of ifiis menu is 
a series of selector buttons for each champion. 
Select a new spellcasicr with the ttiouse pointer 
and press the button. The name oJ the new 
spellraster will then show. 

These svinb<)ls represent the basic magick syl- 
lables of a spell. To prepare a spell, ihc magic- 
user i*eciies ihc syllables that make up the sf>ell 
by moving the mouse pointer, in turn, over 
each symbol and pressing the mouse button. 
As the syllables arc recited they appear inside 
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the cast buitoi), which is ihe button directly 
below ihe symbol buttons. Each symbol re- 
cited drains Maiia from the spelkastcr. Note: 
some symbols require more Mana to recite 
than others. If a Champion's Mana drops too 
low, thev may not be able to recite all symbols. 



Pressing the recant arrow causes the last syl- 
lable uttered to be called back and removed 
from the spell- This may be used to correct 
mistakes. However, the Mana expended in 
voicing the syllable is lost. 


■ 


Once a spell is formed, pressing this button 
will cast it forth. A ('hampioii may attempt 
any spell, but beginning spellcasiers may not 
have enough Mana to cast more advanced 
spells. Also, some .spells only work if the 
champion casting it has attained the proper 
experience level. Other spells may require the 
caster to hold a special object in one of their 
hand.s. For example, a spell to create a healing 
potion requires an empty flask. 


W 
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Each cKampidh has an inventory of items (hat he or she 
carries. Tu select the inventor^' of a particular champion, 
move the mouse pointer to the graphs of the champion shown 
at the lop of the screen and press (Ite mouse bnitoii. Press 
here again, or piess on the close box in the upper riglit corner 
of the inventory screen to return to ihc dungeon view, You 
can also go from one chainpioir$ inventory to another by 
moving tlic mouse pointer to another champion’s bar graphs 
and pressing the mouse button again. This i$ an easy way to 
transfer objects between champions. 

Party members may carry objects found in (he 
dungeon. Places which can hold an object are 
shown as a box. Some of these boxes represent 
things which a champion wears. For example, 
shoes or hoot5 mav be placed on a champion’s 
feet. Helmets only fit on the champion’s head. 





Inventory 


□ 









A champion’s hands also show In the invenior)'. 
*rhc aciion hand is on ihe right arid the leady ham! 
is on the Icfi. 

Ihe pouch is a hands spot for small objects. 


The quiver carries arr<»ws or tfuown weapons. 
Ihe champion’s reads hand can amomaiically 
draw objects bom here to ieh»ari during combat. 
Note: swoids and some other weapt'iis will only 

lit in (he Hist slot, 

riu* backp;H k is a genciahpiirpose place for stor- 
ing objects, fi has enmsgh room for scveniceii 
objects of anv sire. 

ShouUl a champion be<ome injured, ihe ln>K artmntl 
the injured hoHv part will change to red. Iiijtiries 
affect the champion's abilities in ways that arc 
related to the loraiion ol the wound. Injuries can 
hr cured \ a ' drinking liealing potions. 

Objects san \k examined hs* moving them to the 
eve and pressing the mouse button. This will 
show the object's weight and can sometimes 
reveal other things about it. What is revealed 
deps'iids upon the skills ol the chain pi on examin- 
ing it. Toiuhiug the eye with an empty baud 
shows the champion's current attributes and skill 
levels. Ihe etc works for as long as die mouse 

button is held down, \ red box around the eve 

✓ 

indicates that one ol the champion's attributes 
has tecendv changed. 
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Inventory 



You ran examine the comeius uf che^is by bring* 
ing up a champion's invenion' menu and placing 
the chcsi into the chantpioit’s action hand. This 
<ipens the chest and shows you what’s inside. As 
long as the chest remaiits iit the action hand> you 
can add or remove objects. 



The champion can eat food or drink water or 
potions by moving them to the month and press* 
ing the mouse button. Only edible objects may be 
c<insumed. 


FOOD 



Touching the mouth with an empty hand shows 
food and water levels for the champion and also 
res’eak if the champion is poisoned. When either 
bur turns yellow or red. that champioiTs abilities 
arc impaired. A champion can die from ihirsi or 
starsation, so check these levels occasionally. 


HEALTH 

STAMINA 

MANA 


*1 hese levels .show' m<»re precisely the values indi- 
cated b> a champion's bar graphs for Health. 
Stamiita and Mana. The left value in di rules the 
current level and the right value indicates the 
enrreni maximum for that champion. Note: as 
champions advance in lesel, the maximum valuer 
will increase. If the Mana maximum level in- 
creases. lor example, this would mean that the 
champion has more Mana available for spell cast- 
ing. 


LOAD The value prinled Isefore the slash is the amount 
of weight the champion is carrying, represented 
in kilograms. Tlie second value is the maximum 
weight that the champion can currctuly carrv. If 
this line is printed in red, then that champion is 
overloaded and will move more slowly through 
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Inventory 


the dungcoit. Noie: tilt p»any moves only as fast 
as its slowest member. 



Piessing this button will put the entire party to 
sleep. Sleeping is a fast way to rest and retover 
lost Mana, health, and stamina. The party will 
sleep until you press the 'Vake up" button or they 
are roused bv an attack. 



Vou may exit the in\eniory hy moving (he mouse 
poituer over the exit L>ux and pressing the mous<* 
bucton. 



Pressing this buiMMi will Iretvc the game and 
bring up the save<gaiiic menu. If >x>u can’t iiiiish 
the game in one sitting, yrm may save the currem 
game and resume play later. 


Saving the game requires a blank fomiaued or 
unformatted disk. Unformatted disks nuisl be 
formatted before ihe game ran l>e saved oji Oiem. 
Theix: is a (bnnai biitinn provided for this. 


You may save a game to a disk and comimte 
playing or >tm may save the game and quit. There 
Is a button provided for each option. Vo lesume 
play later vou sliotild selert the “reenter" option at 
the entrance (o (he dungeon. 
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Game Hints 
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I'nlikr other dungeon adseniiiif games vou may have played. 
Dungeon Master is a reahtime game. This means that, just 
as lit real life, the art ion doesn't stop while you rignre otit 
what to do. 

Because of this, preparation is all imporiani. Your duunpions 
should have their weapmis out and leadv heldre chev arc 
surprised by hostile creaitires. Rcmernl»er. weapons are only 
usclul il plaretl in yonr champion's action hand, and certain 
weajKJits, .such as erosshows, require another objeci, such as 
ao arrow, to be held in the ready hand. (Sec "(^mrolling Your 
(Champions' in an earlier scctioit.) If wn have exit a arrows, 
they shot (Id be kept in your champion's quiver. Your dwmpioji 
will then automatirallv reload ;iftcr firing the arrow in his or 
her hand. 

Practice your spells when y-ou have ihc chance, and learn to 
prep a 1C UKd'ul potions in advance. I'he more you practice 
your spells, the faster your wiraids and priests will grow in 
ahiliiics. Don’t be discouraged if your spells don't work 
reliably at first. Start by attempting spells with lower power 
symbols. These spells are easier for novices to cast and work 
mtjre reliably. However, even if your champion’s spells fail, 
ilie practice advances his or her level of skill. Also, remember 
the division of skills for magic users: creating potions and 
invoking magical defenses requires priestly skills, while 
most olher magical skill.s are the domain of the wbard. 
Fighters and ninjas need practice, too, if they arc to get better 
at fighting. Try to choose your fights so (hat your champions 
have the advantage. This lets your champions gain fighting 
expc lienee with le.ss risk of dying. When facing danger, pul 



Game Hints 


• 

\our strongest champions in fnmi ami give ihcm the be si 
weapons. II a champion is using a swung weapon, such as 
a sword, lie or .she must be adjacent to the ere ai lire or the 
attack will not icaclt. Watch oul Un atiacLs Irom the rear an<l 
Irom the sides, and ir\ to keep a rcucai path open so yon can 
fall back and let wiir champions lecover. Here is where a few 
potions or spells prepared in ad\*ance can be real life save i-s) 
And. U the going gets tens rough, rtiii away 

l earn to be a careful olrsenei, t\en the tiniest detail can be 
miporiaiM, Perhaps a small Inn useful object lies Just under 
\our mrse, <ir is hidden bc'iieaih another object you ignored. 
Did you notice the lever or hidden switch on the wall yon jtisi 
passt'dr Sounds ran provide im|x»riani hints too. Old you 
detect the telltale click of the hidden trap son just stepped on? 
Or did voti hear the tlisiani rutile ol a door opening or closing? 
It may be helpful to compile on accnraie map of your 
NUtronmiiiigv Maps can help you locate areas <if the dungeon 
voti haven’t cKplorcd yci. or avohl recxploring a place you’ve 
<il ready been. Also, a w'ell drawn map can be an invaluable 
aid lo a sale retreat from danger. A map can also help locaUf 
(raps or solve tricky piu/les: but be war tied, even maps can 
"oineilmcs deceive. 

Conserve your resources whenever possible. Torches only 
burn when held in a hand, so keep extra lorchos in a 
•.hainpiou's backpack nniil they are needed. RemenibcT lo 
get fresh water whenever it is available, and grab as much 
food as you can get v«nir hands on. Vour only s<mrce ol iood 
may be the creatures you find and kill, so learn where they 
hide so von can get lo them when you need them, Man a is 
also an itn(>ortam resource. If you liave as-ailahle Man a. voti 
should use it lo prepare potions, heal injured champions, or 
ready attack sjrclls iii advance. Injured or overloaded 
lihampions will slow down the party. 
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The Origins of Magick 


The Origins of Ms^ick 
by 

the Giev \x>vd 


Wliai knowledge of M;igick wc have conlonn^ not li> ihe rules 
of science, but to the arcane skills and unordered wav's of art. 
he therefore warned that the path to knowledge is not an easy 
road. 

1 1 is said (hat once, long ago. Oierc was no Magick in the world 
save the ultimate Magick which giv-cih life. Later, mankind 
learned the use of Magick through the control of Mana, This 
mystical energy is the source of all Magic kal power. I'htise 
skilled in the art draw its essence from all things and feel its 
f>owcT as they would Icel the wind blow* or see the stni shine. 
Unt to (hose unskilled it is unseen, unroll, nnknown. 

IWfote you gain knowledge of Magick you nnisi g<iiil knowl* 
t'dge of Mamt. However, this talent can only lx* a gift gained 
Iroin another skilled in the arts, for it is a truth of Magick that 
vou must know Mana to gain Mana. Once gained, (he 
knowledge lasts lorevci. Thus have I and others likewise 
passed the knowledge (hroiigh generations. With piactice 
.md lime vniir own skills can become as great as any who 
have lived. 

Know ye that the power ol Mana is a power of nature 
iiartiessed hv the mind. What the mind can conjijre, the 
|)ower of Magick will cany out. Yet. this power is not gained 
l>v more imagining. It requrix^ a knowledge Of the true order 
nt things. Our mind must do more than imagine hrt iO 

summon it. Ii must look be von d and see instead the true 

> 

nature of fire. From this need was Horn the art of spellcasdng. 
\ spell is a visualization and reritaiion that focuses the mind 
orj a specific task and channeb Mana to carry it out. A spell 
!'« made of svmboh which have both a form and a nartie. The 
beginning spellcasier learns to prononnee the name as the 
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The Origins of Magick 



symbol is seen in ilie mind. Eaeli sy-mbtd nui^i bi i ceiled in 
the proper order lo produce the i me tided effect. However, 
Magick ib uoi toiiimanded easily. Even with sutfUienc Man a 
and proper reciiaikm, a spell may li^lc it the spell easier lacks 
(he experience to cast ii. To gain experience, (he spelUasiei 
should tirsi master (he simpler spells before atiempiing (hose 
mare ditricuh. 


Hu* symbols ol Magic k arc dividccl iiiro ihc torn known 
iulhiences of powci, clcmeni. form, ami alignmcni. U is said 
dial oihei iidUiciucs were once knowji, but only these foui 
arc reiiienibere<l today Fach inlUiciice is coni ro I led by six 
symbols which icprosciit die six basic orders of all ihings. 
The six orders can alwj be visua)i7ed as combining the four 
orders of the maierial plane with the two ordcix of the riheieal 
realm. Each order of each iiillurncc Is represented by a 
specific spell -sound ami symbol. 

I,e« you be too quick to overstep your abilides. know dut 
each symbol rcriicd draws from and depletes die sune of 
Maim carried in voui Ixidy. The aniuuni c*f Maiui required 
depends upon the syllables that make up the spell. *]*he six 
orders of each influence require differing atnouni.s ol Man a to 
invoke. For die iiilUieiuc of j>ower, the weake.si order is the 
syllable l.O, and the most powctfiil is MON. Thus, 1.0 
requires (he least Mana to cast, and MON the most. 

In time, yoiu Iwdv lesioies Maiia expended in lasting a spell 
by drawitig new Maria from the world around von. As you 
gain experience in your craft your body will learn to store 
more and more Mana. With patience and piacticc. a skilled 
user can coriimaiid enough Mana to attempt the most powei- 
ful spells. 

All spells coinineiiie with ihe invocation of power. The 
influence of power de term hies the streiiglh <*f a spell. (Jioov 
ing a higher power .symbol Increases the power <if the final 
spell, but also increases the amount of Mana required to 
invoke oiltei svmbols. 
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Micr power, the influence o\ elcmciii is called upon to give 
substance to the spell. Element determines the fundamental 
effect oi the spell. Many useful spells require only jK>wer and 
element. The Magick torch spell, usually an apprentice’s 
first, invokes first power and then calls upon the element FUL 
to bring light from fire. As the novice gains experience with 
this spell, lie can attempt higher and higher power symlwls 
giving greater and more steady illumination. 


Adding the influence of form to a spell channels the spell into 
a specific direction. The invocation of the fortn K.\TH. as an 
example, imparts explosive force to the selected element. 
Form is not required for all spells, but its influence greatly 
increases the versatility of a spell. 

The inflticnce of alignment connects nature with the world of 
man; his professions and his concepts of good and evil. Thus, 
these influences arc less predictable and require a great deal 
of Maiia lo coiitn)!. The novice would he well advised to leave 
ihis influence to the master and the master would he well 
advised to avoid this in Hue nee whenever po.ssible. 

\s with all skills, onlv practice will guide the praci it loner to 
higher levels of pn>ridencv. And, only caution will .spare him 
I min foolish mistakes. 
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Spell Symbols 


POWER 


I'hc power M-mboh arc ihe siiiniiig point for all spells. 
Siarciug from the weakest symbol, LO. up to the inosi 
powerful, MON, the spcilcaster may comrol the power of a 
spell to suit (he situation. Kaeh step on (he scale is equal, s<t 
the additional Mana for the next le\*el of a spell is ihc same. 


<< 

n 


o 

> 


The shrinking pattern of I.O elicits an rlfcci opposite 
to MON by drawing pow'er away from the other 
syllables in the spell. I’lie resulting spell is weaker, 
hut easier for the iicophvte magic -user to comrol. 


I'M controls and directs the loices of stupidity and 
lethargy. Its weakening elteci on oilier syllables is 
levs drasi it than LO, so spells of this power require 
more experience to cast safelv. 

Thc elTeci of the sMIahle ON is ihai of equality, 'Mu* 
tiaiura) strength of the other syllables in the spell 
determines the power of the thiished incamaiioii. 

A subtle opposite to t*M. the tilted square appears 
balanced on a point, poised for mcivemciu in aiiv 
direction, CM'v dull corners have heroine the sharp 
points of the symbol KK- Speed and imelligeucc are 
the forces that combine to make spells of this symbol 
more powerhil (and costly) than normal. 

The basis for the symbol HA is still being debated bv 
scholars, but the cfTcci of the spell syllable is much 
belter known. iLs ability' to increase the power of a 
spell is second only to MON. 
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Tapping the strength that builds mountains is the 
greatest of the power symbols. MON. Only a well 
practiced magic-nser cajt control spells of this sire. 



Spell Symbols 


ELEMENTAL INFLUENCE 



r\^ 


% % 



o 


SoUdily iuid siriiciurc are ihe main rompon^ni^ of the 
^vmhnl V'A • used lo reproM*nc ihe He mental inOiicnce 
<>l canb. A useful s\*llahle. V’A is the basis ol tiiaiiv 

4 

pmiecdon spa lls. 

Waier is the mosi precious ol Che elememal infiu- 
cures, for. more ihaii a iliir^i quencher, water can 
bulb restore health and give life. The s\ liable VI 
peiiiioris ilie aid of this lease abundant element. 

rhe clcmcnul iiillnencr ai air is ronjurrd wiih ihe 
spell liable Oil. and the properties of jfascs arc afien 
itnpaiU'd io ihe result. In knowledgeable lianiU, this 
SMubol (an lx* used to icmporarih alter solid objects 
so thev no lori);<*r bloc k cisi<m. 

(he .sv liable KL’L inwkes the eleinenial ]>ow'er of fire. 
It exrrads ihe evscnic ol heat and Haine horn ihe air 
nnd a)) nearl>v subsianrcs and cemporaniv coiiceM- 
iruics ihem undei the romrol of ihe magir viser. 
Further svllables can send it living, before the in sta- 
bility of ihe fonccnirated eiiergv explodes into a 
devastating Utebalk 

The sun bums the desoluie piaiu ol ihc svmbol DliS. 
Like the barren desert ti represents, this syllable 
invokes desiiiuiion. desolation, absence, the void. 
Ihc power of the void is only one ihai can damage 
matures of vTipoi ami denizens of the eihcrcal plane. 

riic rnost dangerous of the elements is not hre, but the 
ncgaiive material ZO- However, a gteal deal ol Mana 
must he expended lo keep this essence under control, 
for negative matcihil can absorb the matter from any 
material object or being ia an jnsiam. 
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Spell Symbols 


FORM 


X The queen of V'cnom, ihe black-widow spider bran- 
dishes a single spot of color on her otherwise jei- 
black form. Hourglass-shaped, she seems lo warn 
that lime will soon nm oul for the unformnace soul 
sfie biles. In ihe s>*mbologv of magic, the houiglass 
reprcscnis ihe syllabic VF.N< which encompasses 
and conducis all things poisonous. 



YM' depicts the head and arm of a boasi. 'flus s> liable 
is used to fashion ihe elemental componcm into ihe 
form of a croaiure. The syllable is useful lo Vulpi " 
a spell lo affect only ihe inonsiers large led. 


I The expanding lines of the syrnbtd KATIl rhararieivc 
71 I the shockwaves cmanaiing from a single source. 
Tfiis follows, (or the svilable K/VI'U imparls explosive 
force 10 spells which already involve eiiergetie elc- 
menis such as lighi or air. 



IR abstracts the arc of a wing. and. appropriately, 
imparts the ability to Moat or flv lo a cast spell. By 
giviiig motion lo the completed incaniaiion, the .spell 
can be sent traveling through the air. 



The rcciprwal arms of the symbol BRO represent the 
mutual support and honesty of true friendship. How- 
ever, recent usage of this consinict has drawn upon 
its power for the creation of beneficial potions. 



Constructed from components of fire, lightning and 
the spear, (he jagged line of the symbol GOR com- 
bines to invoke the attributes of an enemy. Like its 
opposite, BRO, recem usage has broadened ilie pwwer 
of GOR to the creation of dangerous potions. 
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Spell Symbols 


CLASS / .ALIGNMENT 


>/ 

% 

\y 

/X 

t 
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I'hc sKord of the fighter is clearly wmbolized by KU, 
che evoker of all things martial. 

The symbol for ROS depicts a hand reaching for an 
object ol value, and, a.s stub, is the symbol abstraction 
for all aspects of the thief and his art, 

O.MN depicts the $]>ell leaving the magician's raised 
staff, and in itirii conjures the realm of the wizard and 
draws around the skills and power of their art. 

The cross is unmistakable in the priestly character 
Nt lA. but. unlike the syllables lor the other classes, 
NK'I A is influenced far less hv the natural forces. 
Instead, the power of this symbol is rclaied to the 
magic-user\s standing with his or her god. Bm the 
favrir of a deiCN' is not easily iKUlled. so potions having 
ihLs imeiu are rarelv elTeeilv'e. 

4 

RA is (he most energetic and powerful of the spell 
s>HabIes. Tlie light and heat of the sun and stars are 
the sources tapped with this syllable, Koiiiinaicly. it 
haf)pctis U) be a somewhat coopera lice form of energy 
and is relatively caw to channel once the magic-user 
has learned how' lo dtaw it fonh. 

SAR is the effective oppo.siie of KA. The symbol 
<lcpins the head of a demon. The demon stands for 
darkness and evil and the guardian of night, the 
moon. The power of darkness Is great, but unruly, so 
magic-users must expend more of Ihcir ow'u Mana 
energy when at templing to control it. Evil owes iio 
allegiance, and is therefore an inherently dangerous 
element to include in a spell. 
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Magic Symbol Reference 
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POWER 

- O 

> 

XI 

LO 

UM 

ON FX 

TAl. 

MON 

ffl 

ELEMENTAL INFLUENCE 


YA 


OH m. 

OKS 


X 


FORM 

nl X 

o 

X 

VKN 

v.w 

KAIH IR 

BRO 

(iOR 

>/ 

CLASS / .ALIGNMENT 

w X T * 


Kl' 

ROS 

DAJN NliTA 

R\ 

SAR 
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